[bookmark: _xtbj3z80h40a]First game: Worldbound
[bookmark: _lnqa0jrbkz9z]Rules for Worldbound
Game rules: These are my first rules I made for my game. 
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Photos of Notes/Play tests/Inspiration: 
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[bookmark: _iucm5km9pgan]The game when setup
These are the first pieces I made, the Story cards originally had numbers on them to indicate the player with the lowest number would go first. But this didn’t work out during the play testing of the game. So in my next refinement I removed the story cards and re-thought about the use of them during the game.
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· Details of the pieces: Each game piece was a different player that could choose between colors. The cards consisted of Location, Challenge, Item, Transportation and Story cards
[bookmark: _4laol990nltp]Process photos – making
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[bookmark: _rti8cugjdcs0]Design iterations – changes to the board, cards or pieces
· Since I didn't have any player pieces, I borrowed Meeples from a classmate. Which I used for my game.
· First Iteration of the game board: I changed the game board to have a yellow line that crosses over to the other continents.
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Second iteration made to the game board: I added the Yellow lines that indicate the use of the Transportation cards.
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Second iteration of the game cards: I removed the numbers on the story cards, they confused players too much. I also changed the Challenge, item, and the Location cards to fit their preferred uses for my next play test.
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Third iteration of the game: I added the new rules to the cards, for the conflict cards I added the enemies with the rewards. I replaced the location cards with “starting location cards. I removed the transportation cards and conclusion cards. Overall I added and removed rules and made new changes. I fixed the rules to match up with the cards as well.
An overview of changes made
These are the new rules I made for the second change to my game.
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Second Rules Made:
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I refined the rules so that when the player goes around the board they can trade, buy, and sell item cards on their journeys. I changed the challenge cards to enemy cards to where each player would go around and pick a card from the deck. The cards would have an enemy that the players would fight, I got this idea from when I played the game Munckins during our earlier classes in the semester. 
Final Rules made:
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These are the final polished rules for my game.I reworked the cards, added new rules and made adjustments to gameplay.
Play test notes:
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First iteration made of Worldboard: This a regular world map, and the cards i made in illustrator
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Third iteration made of Worldboard:
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Final iteration made of Worldboard:
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This is the final version of the game made.
Your thoughts and lessons learned from play testing
During the development of my game Worldboard. I mostly learned just how challenging game making could be in terms of rules, mechanics, and collaboration between players as they play. I learned how much thought and engineering goes into making games, and I originally thought that it was gonna be much easier than the typical video games we like to play. But I found that board games are almost just as hard to think about and play test as the video games.
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Game Maker’s Play Test Notes
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Questions to consider during play and answer after play.

1. What was the ;nost frustrating moment or aspect of what you just played?
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Questions to consider during play and answer after play.
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What was the most frustrating moment or aspect of what you just played?
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Questions to consider during play and answer after play.
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The Bear Necessities

Name: B(\b
Descriptor:. R’(“\\{A/Ur{/,ﬁ

Bear Type: MLAA\_(_\{ E&Aljjl’

l poter W/

Descriptor Bear Type

1 Rookie Grizzly Bear (Terrify)

2 Washed-Up Polar Bear (Swim)

3 Retired Panda (Distractingly Adorable)
4 Unhinged Black Bear (Climb)

5§ Slick Sun Bear (Sense Honey)

6 Incompetent Honey Badger (Carnage)

Getting to Know Every-bear-dy

What is your relationship with the other bears in your gang?

(example suggestions: cousin, ex-lover, childhood bear buddies, sibling rivals etc.)
State your relationship to each bear around the table, this should be a collaborative
decision, relationships are a 2 way street!

— Mov bu e, 00 Freonds by <o 'i J{; o w(bd

. % \od
Name: L/C Vi lrj Relationship: A‘Ffﬂ 1A GF {’\ﬂ‘i Im =
: LU iﬁ L Ralationahio: N O :‘1{6\ who +}\1y Cﬁ\/(é

Name

Neme: Relationship:

Name:

BEAR CRIMINAL

(maul stuff, run & climb, shrug (Use to do anything
off damage, scare people & not directly related to
generally do bear stuff) being a bear)

N0000e

000000

When you act, and the outcome is in doubt, roll a D6. If it’s equal to or under the relevant stat,
you succeed. If it’s over the stat, you fail. If you’r ur bear special-skill or doing
something related to your role, roll 2 D6 and pick the 1 =

: When the plan fails and you run into di
GREED: When the plan goes off without a hitch, move
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A CAME BY GRANT HOWITT (2017)

WITH THANKS TO ALL OUT OF BUBBLECUM
316. AND - WEIRDLY - POLARIS.

PACE 1: FOREVERYONE @

’ It's HONEYCON 2017, You are going to undertake

the greatest heist the world has ever seen. Two Things —
One: You have a complex plan that requires precise timing.
Two: You area GODDAMN BEAR.

\’
IgEis

You have two stats. Each starts with 3 points.

1CHARACTER BEAR: Use to maul stuff, run & climb, shrug off

C R E AT I O N damage, scare people, and generally do bear stuff.
CRIMINAL: Use to do anything not directly related to

Roll 306 to determine your descriptor, your role, and your bear type. being a bear.

DESCRIPTOR  BEAR TYPE/SKILL 3 : ACTIONS

1: Rookie 1: Grizzly (Terrify) When vyou act, and the outcome

2: Washed-Up 2: Polar (Swim) is in doubt, roll a D6. If it’s equal to

3: Retired 3: Panda (Eat anything that looks like bamboo.) or'u,nder the relevant stat,_you succeed.

4: Unhinged 4: Black (climb) If it's over the stat, you fail.

5: Slick 5: Sun (Sense Honey) If )ém_]’re usingh your Iheard special-skill

6: 1 tent ; or doing something related to your role,
g 5= HaovEeetoe il roll 2 D6 and pick the lowest.

ROLE

4 : CHANCING STATES

FRUSTRATION: When the plan fails and you run into
difficulty, move one point from Criminal into Bear.
GREED: When the plan goes off without a hitch, move
one point from Bear into Criminal.

You can voluntarily move one point from Bear to Criminal
by doing a flashback scene in which you and the other
(You can talk to each other, though) ggzlr(srl;loamn :gtatil:el:ﬁsbtan:yer coffee and cigarrettes in the

ZOU can volulntzariI%; Ir‘nuve one point of Criminal into Bear
ti 2
BONUS HAT TABLE L
NT YOUR BEAR TO WEAR AN AWESOME HAT ¢ g
IF YOU WA L 5: THE END

= . ; If your CRIMINAL stat ever reaches 6, you are lured
1: Trilby 2: Top  3: Bowler H i 5 s
into a life of crime and betray the party.
4: Flat-Cap 5: Cowboy 6: Fez A e 1Y

2 - - If your BEAR stat ever reaches 6, you flip out bear-
T: Crown  8: Roll Twice style and lose it. Presumable to be picked up by animal
control in half an hour or so.

1: Muscle 4: Hacker
2: Brains 5: Thief
3: Driver 6: Face

Name your bear, if you want. You're not a talking bear,
per se, but you can sort of mangle human speech through
your bear mouth, maybe?
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Questions to consider during play and answer after play.
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Questions to consider during play and answer after play.

1. What was the most frustrating moment or aspect of what you just played?
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Game Maker’s Play Test Notes
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WorldBound

Game overview: Worldbound

In Worldbound, 2—4 players are a group of travelers embarking on a grand adventure across the
globe. Players draw 1 card for their turn to tell the story, and each turn they add to the group's
travelogue. The goal is to collectively tell a memorable story and complete the game by going
through all 20 cards before returning home.

To create a world-travel card game where players collectively tell a story, consider a cooperative
framework that blends elements of tabletop roleplaying games with accessible card mechanics.

Game components
Location Card: Each card features a famous city or landmark (e.g.,"The-Tokyo-Skytree;"

®
"The-Great-Barrier-Reef) where the player will travel to. They provide prompts for the

storyteller.
Story Card: This card will read an event that occurs along your journey..

Challenge Card: These cards introduce challenges for the player to fulffill.

ltem Card: These cards represent items that you can use along your journey (e.g., "A
weathered map," "A roll of expired film"). They serve as resources or special abilities for
the storytelling player.

Conclusion Card: When a player picks up a conclusion card the the story ends and the
players return back to their home. Ending their adventure.

Each player chooses a character with a unique travel goal, such as "Visit a major city on

every continent" or "Help a stranger on the trip."
A World Map Board: A large, decorative map can be used to track the player's travels.

How to play: The story cycle

Worldbound is structured around a simple cycle of drawing, telling, and resolving.

1. Set the destination.
e Shuffle the Deck of cards and distribute 5 cards to each player. 1 Location, 3 Challenge,

1 Item card and 1 Conclusion card. Cronslos it al ¢ yd{,
e Depending on what number the player gets, mmﬁ@mwmmgaem
and will read the story to the other players.
e Randomly draw one Location card and.?lreeit face up. This is the starting destination.
M

2. Travel and tell.
The game is played in rounds, with one player acting as the Storyteller each round.

the turn: The Storyteller draws one card from the Location deck and one from
ry about

L]
e Beginning
the Challenge deck. They must now incorporate these two elements into a sto

the group’s arrival and experience at the new destination.
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e Example turn:
o Draw: The Storyte|ler draws "Mount Everest-Base-Camp"-(Location)-and-

o Tells the story: "After a Ion‘gﬂek*we—ﬁnatharrlved at the base camp.for- Mount
Everest. We were enjoying the incredible vnewszhoﬁfsu\denly, a brutal storm

rolled in. High winds-and white-out conditions forced us to take\covew

hastily built shelter..."
e Playing a card: At any point during their story, the Storyteller can play one of their Item

cards to enhance the narrative.
e Example (continued): "...Luckily, | remembered the 'Survival Kit' [playing a Item card],

and we used it to start a small, life-saving fire that kept us warm until the storm passed."

3. Interrupts and collaborative turns.
e Other players can interrupt the Storyteller.
e If another player holds an Item card that logically con?ects to the current story, they can

play it to interrupt and take-over-as-the-Steryteller. 0141 }/7" Tf 5

e Example (interrupt): As the current Storyteller explains the group being trapped, another
player with a "High-Tech Radio" Item can interrupt. "That's when | pulled out my radio! |
got a transmission from a remote monastery, where some monks offered us refuge!"

4. Challenge resolution and rewards.
e Once a story at a location is complete, the group collectively decides how the Challenge

card was overcome.

5. Winning the game. fa”r Lﬁlﬁt/"{ r
e The game ends once all 20 cards have been used or a conclusion card is in play.

(l,¢1 &!/Location cards have been visited.

e The final stage is the "Coming-Home"-Challenge-The Storyteller draws a final Challenge

card, which must be resolved by all players working together, combining their remaining

Item cards.
e If the group successfully completes the final challenge and reaches a satisfying

conclusion, they all win.

Why this works g \
e Accessible roleplaying: It offers erative ro without the need for
complex rules or a dedicated game: o
e Shared ownership: The interru
shape the story. i
e High replayability: With a lar
playthrough will result in a ¢
e Creative freedom: The ca
brings the world and
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Questions to consider during play and answer after play.
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Questions to consider during play and answer after play.

1. What was the most frustrating moment or aspect of what you just played?
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2. What was your favorite moment or aspect of what you just vplayed?
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1T was -Hll\lnj Qa S'fdlf\/ lyA Lo walct Swngg
bot had limited cords €un cr-wr(’\br‘l'\/

4. If you had a magic wand to wave, and you could change, add, or remove anything
from the experience, what would it be?
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Questions to consider during play and answer after play.

1. What was the r:wst frustrating moment or aspect of what you just played? : J
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4. If you had a magic wand to wave, and you could change, add, or remove anything
from the experience, what would it be?
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Questions to consider during play and answer after play.

1. What was the most frustrating momerlt or aspect of what you just played?
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4. If you had a magic wand to wave, and you could change, add, or remove anything
from the experience, what would it be?
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Questions to consider during play and answer after play.

1. What was the most frustrating moment or aspect of what you just played?
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If a Curse can apply to more than one

:: More Munch/{in! hcre. thedviclim decides which Item is lost %
Visit munchkin.game for news, errata, updates, QGA, and much e 1~ A
pe more. To discuss Munchkin with our staff and your fe]l(?w munchkins, b a. L ‘:*PPF‘CS fo somet ‘."8 youdont
at visit our forums at forums.sjgames.com/munchkin. Check out La"' '%,“"’ex or instance, if you draw
munchkin.game/gameplay/resources/ for reference cards, 0:‘_: ot a.“‘i youhave no. Armor,
ey playmats, and dozens of links. “CU‘:TS':SE}‘}HPPIEHS; dnsc[?rd the card. (Some
er Use the #PlayMunchkin hashtag on social media to get our i wd!)m altenate effects, though, o read
0 attention! : There will be times when it will hel '
jtter. i d often has Munchkin news (or bonus P ¢
L e o g
Facebook. Connect with other fans on our pages for Munchkin way (ha; costs 1}15,: Treasire: }]"hlys 19 ver ~>
(facebook.com/sjgames.munchkin) and Steve Jackson Games munchkinly. Do it. y
(facebook.com/'sjgames).
' Instagram. We post lots of pictures of new Munchkin stuff to
: instagram.com/stevejacksongames. Super-Sized Munchkin
The L.JRL for this set is munchkm.gamc/products/games/ Studies have shown that 8.4 out of 9.7 Munchkin players just can’t
munchkin/. e get enough of the game. Here are some ideas to take your Munchkin
& i — games to new heights — or lows:
1 Combining different Munchkin sets. You can mix two (or d
more) base sets and expansions together for a genre-cross
Munchkin adventure! Space plus Old West? Kung fu vampires (
problem!
Expansions. These add still more monsters to kill, new Treasure |
to loot, and sometimes entirely new kinds of cards. Ask for all the ;
Mounchkin sets and expansions at your local game or comic store — ]
4 find it using our Store Finder, storefinder.sjgames.com — but if you :
don't have a local store, we'll be happy to sell them directly to you at
warchouse23.com.
All of the above!!! ;
Faster Play Rules \
— For a faster game, you can add a “phase 0 called Listen At The |
Usually, a Curse affects its victim immediately (if it can) and is then Door. At the start of e turn before doing anything else, draw a‘
i o i face-down Door card, which you may play or not. Then arrange cards
discarded. However, some Curses give a penalty later in the game or have o ooh R e S
a continuing effect. Keep these cards until you get rid of the Curse or the and Kick Open The Door normally. If you Loot The Room,
penalty takes effect. (Curse cards you keep as a reminder may not be discarded face-down Treasure, not a Door. !
3 to power Class or Race abilities. Nice try!) You can also allow shared victories — if a player reaches Level 10 in
Note: If someone plays a “your next combat” Curse on you while you are a fight where you are the helper, you also in the game, no matter what
° in combat, it counts in that combat! The same is true for a “your next turn” Level you are.
Y Curse played during your turn.

Game Design by Steve Jackson @ Illustrated by John Kovalic
President/Editor-in-Chief: Steve Jackson @ Chief Exccutive Officer: Philip Reed @ Chief Operating Officer: Susan Bucno ® Chief Creative Officer: Sam Mitschke
Munchkin Line Editor: Andrew Hackard @ Production Manager: Sabrina Gonzalez ® Production Artists: Alex Fernandez and Sabrina Gonzalez
Project Manager: Darryll Silva ® Operations Manager: Randy Scheunemann @ Director of Sales: Ross Jepson

Playtesters: Steve Brinich, Moc Chapman, Paul Chapman, Alain Dawson, Jessic D. Foster, Russell Godwin, Al Gricgo, Susan Rati, Kat Robertson, and Monica Stephens.
va: millions of munchkins who have played, told their friends,
y!

; , Our deepest thanks to the hundreds, or thousands, or ma
and suggested new cards since the first release of Munchkin. We love you all and you scare us deg
- 5 . < i
Munchkin, the Munchkin characters, Warehouse 23, the pyramid logo, and the names of all products published by Steve Jackson Games Incorporated
i are trademarks or registered trademarks of Steve Jackson Games Incorporated, or used unde: characters are © John Kovalic
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Example of Combat,
With Numbers and Everything

Aric is a 4th-Level Warrior with the Chainsaw of Bloody
Dismemberment (which gives him a +3 to his combat
strength). He kicks open the door and finds the Net Troll, a
Level 10 monster. Aric’s at a 7. the Net Troll is at a 10, so Aric
is losing.

Aric: | was hoping to save this card ... .

He plays the Magic Missile, giving him +S5 for this fight.
Now his combat strength is 12, beating the Net Troll's 10.

Aric: Hal Net Troll going down!

Suzan: Not so fast. Now h’s Enraged.

Suzan plays Enraged, adding 5 to the Net Troll's combat
strength. Now Aric is losing, 15t0 12.

Aric: Curses!

Suzan: Want some help? (Suzan is playing a Level 2 Elf with
the Boots of Butt-Kicking. so her combat strength is 4
Combined with Aric’s 12, they would have 16, enough to defeat
the Net Troll’s I5.)

Aric: And give you a levl? Not a chancel I'm Berserking.

Aric uses his Warrior power and discards three cards: Thief
and 2 Wandering Monster from his hand, and Yuppic Water
(ssable only 1o help an EIf) from his carried items. Each onc

gives him +1 to his combat strength.

Suzan:Not the Yuppie Water! Noooo . ..

Aric: That's +3 to me, and now we're tied, 15 to 15. Because I'm a
Warior, | win ties . . . so 'm killing the Net Troll unless someone else
plens to mess with me. Anyone?

No one says anything, so Aric goes up a level and claims the

Net Troll's treasures — three from the Net Troll card, and one
extra because it was Enraged. And the game goeson...

RUNNING AWAY

If nobody will help you . . . or if somebody tries to help, and your fellow
party members interfere so the two of you still cannot win . . . you must Run
Away. You don't get any levels or Treasure. You don't even get to Loot the
Room. And you don't always escape unharmed . . .

Roll the die. You escape ona 5 ormore. Some Class and Race abilities
and some Treasures make it casier or harder to Run Away from all
monsters. And some monsters give you a bonus or penalty to
your roll for that monster only.

ou, 3%

1 4 Stuff 10 -

1f you fail to Run Away from a monstet: it does Ba s losing o1 ©
you fail to Run Away o i i

described on its card. This may vary fr

more levels, to Death (sce below)- e
If you arc flecing from multiple monsiEe: Bo: ;l‘ﬁshr; ot one het

a
cach one, in any order you choose, and suffer %

atches you. h monsﬁc\‘(”r

catches you as soon as it & o b
i efeat !

If two players are cooperating and still ca?\ S whatever

must both Run Away. They roll separately for ¢ St who

the high roller
h.
he monster(s)-

decide, roll the dic;
(s) CAN catch them bot
rolls, discard t

order they like. (If they can't
Runs Away first.) The monster
Once you have resolved all Run Away

DEATH

If you die, you lose all your stuff.
and Level (and any Curses that were 2
new character will look just like your old on
Super Munchkin, keep those as well.

Once you have died, you don’t have to
monsters. 2

Looting The Body: Lay out your
play (makigg sure not 3:3 inc)iudc the cards mentioned above). If =
an ltem carried by a Hireling or attached to a Cheat! card, scparate t an_
cards. Starting with the player with the highest Level, everyone else chooses
one card . . . in case of ties in Level, roll a die. Once everyone gets one card,
discard the rest. If your corpse runs out of cards, tough. Looted cards go into
players’ hands.

Dead characters cannot receive cards for any reason, not
cannot level up or win the game.

When the next player begins their turn, your newly revived character appears
and can help others in combat with your Level and Class or Race abilities . . .
but you have no cards, unless you receive Charity or gifts from other players.

On your next turn, start by drawing four face-down cards from cach deck
and playing any legal cards you want to, just as when you started the game.
Then take your turn normally.

CURSES

If drawn face-up during the Ki s
apply to the pcrsoi who c%rew ‘hen:.k O T Gt
If acquired some other way, such as by Looting The Room, Cyrse
cards go into your hand and may be played on any player, at an
time. Reducing someone’s abilities just as they think they h, 4
killed a monster is a lot of fun. s

Class(es). Race(s),

You keep your e

(fecting you when you dicd)
E¥i you have Half-Breed ot

Run Away from any remaining

nd beside the cards you had in

you have

Charity, and

U
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How o play: The Story Cycle.
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WorldBoung

Game overview: Worldbound

In Wor|db0und‘ 24 players are a group of travelers embarking on a grand adventure across the
globe. Players draw 1 Story card for their tum to tell the story, and each turn they add to the
group's travelogue.

The goalis to tell a story and complete the game by going through all 20 cards of all decks
before returning home.

To create a world-travel card game where players collectively tell a story, consider a cooperative
framework that blends elements of tabletop roleplaying games with accessible card mechanics.

Game components

Location Card: Each card features a country(Ex: "Russia," "Canada”) where the
player will travel to. They provide prompts for the storyteller. Players may keep them in
their hand for the rest of the game.

Story Card: This card will read a short narrative that occurs along your journey. Every
player will have a unique story to choose from in the deck, such as "You wake to find the
village shrouded in unnatural fog. What happens?" or “What's the first destination on
your trip? Describe your arrival.”

Challenge Card: These cards introduce challenges or conflicts for the player to
fulfill. They consist of enemies and danger.

Item Card: These cards represent items that you can use along your journey (Ex: "A
Weathered map," "or a Sword to fend off enemies"). They serve as resources for the
storytelling player.

Conclusion Card: Can only be used when all 20 (Not Including the Item, or
Transportation Cards) of all Story, Challenge, and Location cards are used. When a
player picks up a conclusion card their story ends. Ending their adventure.
Transportation Cards: They work as passport cards. They consist of boat, flying, blimp
etc. But could only be used to cross to another continent. Or the player draws a location
card of a location that is next/touching the ocean. If the Player gets a Location that is in
the continent. They don’t need to play a Transportation Card. The yellow lines on the
board show where you are able to travel to with the Transportation card. These cards
could only be used once per turn. And If the player is not in a country that is touching
water. They could not cross to another continent and need to stay there until they
receive a Location card that is touching the ocean.

Colored pieces: Each player chooses a colored character from the set of colored
pieces. They have no stats or importance to the game.

A World Map Board: A map of the real world is used to track the player's travels and
what country they're in.
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L[gstions to consider during play and answer after play.

1. What was the most frustrating moment or aspect of what you just played?
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Questions to consider during play and answer after play.
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Playtest for

Tester

Questions to consider during play and answer after play.
1. What was the most frustrating moment or aspect of what you just played?
What was your favorite moment or aspect of what you just played?

Was there anything you wanted to do that you couldn’t?

Y

If you had a magic wand to wave, and you could change, add, or remove anything

from the experience, what would it be?

o

What should be improved with the next version?

6. Describe the game in 3 words.
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interrupt. "That's when | pulled out my radio! | got a transmission from a remote
monastery, where some monks offered us refuge!"

5. Winning the game.

ion card
® The game ends once all 20 cards have been used by each player, or a conclusi
is in play. Once all cards have been used.

Why this works

Assistive Roleplaying: It offers light, cooperative roleplaying without the need for
complex rules or a dedicated game master. . o
ng: Replayability: With a large deck of Loc§t|on, ?htallenge, Story, and Item ca

ugh will result in a completely different story. ; g .
Z‘:‘ir:ﬂ?rl:yl:rr\erzd%m: The cards serve as prompts, but the players' creativity ultimately
brings the world and characters to life on the real world map.





